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(57) ABSTRACT

Each asset such as a texture called for by legacy software
such as a legacy computer game software has a unique
identifier associated with it. The unique identifier can be
rendered by imposing a hash on the asset, and then the asset
stored with its identifier in a data structure. An artist remas-
ters the textures for presentation on a higher resolution
display than envisioned in the original software, and stores
them back in the data structure with their identifiers. The
original software is then played on the higher resolution
display, with asset (such as texture) calls being intercepted,
identified, and the data structure entered to retrieve the
remastered asset having a matching identifier. The remas-
tered asset is then inserted on the fly into the game presen-
tation.

20 Claims, 7 Drawing Sheets

Remastering example
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